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(54) IVIethod of managing software by transmitted data on network 



(57) An user buys a sottware having a product code 
stored in a CD-ROf\/l. An use-charge of the sottware is 
paid. The use-charge Is determined by the user in cor- 
respondence with an use frequency of the software be- 
fore the software is used. When the use-charge of the 
software is paid, the key code nnanagement table in a 
host connputer are updated. The user's computer is con- 
nected with the host computer on a network, then the 
user gets an usable time and a key code of the software. 
Thus, the user can use the software within the usable 
time corresponding with the use-charge. Therefore, the 
use-charge and a public network fee can be collected 
reliably. 
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Description 

The in^enflon t^laf^ta^ m^HatJ bf managing a 
software, and more particularly, to a method of manag- 
ing a software by transmitted data on a network, the data 
is processed in a computer system such as a home 
game apparatus or a personal computer (PC) by said 
software. 

A conventional home game apparatus comprises a 
game unit and a ROM cartridge. The game unit has a 
CPU ( Central Processing Unit), a RAM (Random Ac- 
cess Memory), a ROM (Read-Only Memory), I/O (Input/ 
Output) interfaces, and a timer. The ROM cartridge has 
an I/O interface and a ROM. The game unit and the 
ROM cartridge are connected with each other through 
the each I/O interface. 

Now, a home game apparatus includes a commu- 
nication unit such as a card type modem and a RTC (Re- 
al Time Clock). The home game apparatus can be con- 
nected with a network by the card type modem. Further, 
an use time of a computer game can be calculated by 
the RTC, because the RTC is an IC (Integrated Circuit) 
having a clock function and a calendar function. 

A computer game program may be provided as data 
stored in a ROM cartridge or a CD-ROM. A user buys 
the ROM cartridge or the CD-ROM which includes a 
computer game program. The user plays the computer 
game stored in the ROM cartridge or the CD-ROM. Fur- 
ther, a computer game program may be provided as da- 
ta on a network. A user may buy the computer game 
program on the network by using the card type modem. 
Then, the computer game may be played on the network 
by the card type modem. 

On the other hand, a PC (Personal Computer) gen- 
erally includes a CPU, a RAM, a ROM, I/O interfaces, a 
floppy disk unit, a CD-ROM drive, a time/clock function, 
and a modem. Then, an use time of a software can be 
calculated by the time/clock function. The PC can be 
connected with a network by the modem. 

A software such as an operation program or a com- 
puter game program may be provided as data stored in 
a CD-ROM or floppy disks. A user buys the CD-ROM or 
the floppy disks which includes the software. The user 
uses the software stored in the CD-ROM or floppy disks. 
Further, when the PC can be connected with a network 
by the modem, a software may be provided as data on 
the network. The software can be bought online on the 
network and then downloaded online into the PC on the 
network. 

In the conventional method of managing a software 
on a network, generally, a purchase price or an use- 
charge of a software is collected with a public network 
fee. A data provider (a sender) sends an user (a receiv- 
er) data such as an accounting code of a software. Then, 
the user can use the software by the received data, 
y^hen the user uses the software, a software use fre- 
quency, called generally a data use frequency, is stored 
with the accounting code. Then, the data provider col- 



lects a data (software) use-charge and a public network 
fee in correspondence with the data use frequency and 
the accounting ciDdie^^^* " ^ • . > ^ ; , 

In the conventional method of managing a software 

5 on a network, however, there are disadvantages in that 
a data use-charge and a public network fee may not be 
collected because the data use-charge and the public 
network fee are paid after an user used the data and the 
network, and data such as a software or. a computer 

TO game program can not rent with a term of a lease thereof 
on a network because the data is owned by a user if 
once the user downloads the data on the network. 

Accordingly, it is an object of the invention to provide 
a method of managing a software by transmitted data 

15 on a network in which a data use-charge and a public 
network fee can be collected reliably. 

Accordingly, it is another object of the invention to 
provide a method of managing a software by transmitted 
data on a network in which the software such as an op- 

20 eration program or a computer game can rent with a 
term of a lease thereof on the network. 

According to the feature of the invention, a method 
of managing a software by transmitted data on a net- 
work between a host computer and one or more person- 

25 a I computers comprises the steps of loading a software 
into a personal computer, the software includes a main 
program, a communication program for transmitting da- 
ta oh the network between the host computer and the 
personal computer, and a time managing program for 

30 managing an usable time of the main program, requiring 
the usable time and a key code for operating the main 
program from the personal computer to the host com- 
puter by the communication program, receiving the key 
code and the usable time by the communication pro- 

35 gram, operating the main program within the usable time 
by using the key code, and managing the usable time 
of the main program by the time managing program. 

The invention will be described in more detail in con- 
junction with the accompanying drawings, wherein: 

40 

FIG, 1 is a flow chart of processing a method of 
managing a software by transmitted data on a net- 
work of the present invention; 
FIG. 2 is a block diagram of a key code manage- 
ment table in a host computer of the present inven- 
tion; 

FIG. 3 is a block diagram of a home game apparatus 
of the present invention; 

FIG. 4 is a flow chart of a process of a time man- 
so agement program; and 

FIG. 5 is a block diagram of a file in a CD-ROM used 
in FIG. 4. 

Before explaining a method of managing a software 
S5 by transmitted data on a network in the preferred em- 
bodiment according to the invention, the above men- 
tioned conventional method of managing a software on 
network will be explained. 



3 

A conventional home game apparatus comprises a 
game unit and a ROM cartridge. The game unit has a 
CPU ( Central Processing Unit) for processing a pro- 
gram of a computer game and an operation system, a 
RAM (Random Access Memory) tor storing the program 
of the computer game, a ROM (Read-Only Memory) for 
storing the operation system, I/O (Input/Output) inter- 
faces for connecting with the ROM cartridge and a 
home-television, and a timer for calculating an elapsed 
time of the computer game. The ROM cartridge has an 
I/O interface for connecting with the game unit, and a 
ROM tor storing the program of the computer game. The 
game unit and the ROM cartridge are connected with 
each other through the each I/O interface. 

Now, a home game apparatus includes a commu- 
nication unit such as a card type modem and a RTC (Re- 
al Time Clock). The home game^pparatus can be con- 
. nected with a network by the card type modem which 
can be included therein. Further, an use time of a com- 
puter game can be calculated by the RTC, because the 
RTC is an IC (Integrated Circuit) having a clock function 
and a calendar function. Namely, the RTC calculates 
year, month, day, day of the week, hour, minute, and 
second of the time of the computer game by using the 
clock function and the calendar function. 

A computer game program may be provided as data 
stored in a ROM cartridge or a CD-ROM. A user buys 
the ROM cartridge or the CD-ROM which includes a 
computer game program. The user piays the computer 
game stored in the ROM cartridge or the CD-ROM. Fur- 
ther, a computer game program may be provided as da- 
ta on a network. A user may buy the computer game 
program on the network by using the card type modem. 
Then, the computer game may be played online on the 
network by the card type modem. 

On the other hand, a PC (Personal Computer) gen- 
erally includes a CPU for processing a software, a RAM 
(Random Access Memory) for storing the software, a 
ROM (Read-only Memory) for storing an operation sys- 
tem, I/O (input/Output) interfaces for connecting with ex- 
ternal units, a floppy disk unit tor driving a floppy disk 
including data such as a software, a CD-ROM (Compact 
Disk Read-Only Memory) drive for driving a CD-ROM 
including data such as a software, a time/clock function 
for controlling time of a hardware and a software in the 
PC, and a modem tor connecting with network and com- 
municating with other computers on the network. Then, 
an use time of data such as a software can be calculated 
by the time/clock function. 

A software such as an operation program or a com- 
puter game program may be provided as data stored in 
a CD-ROM or floppy disks. A user buys the CD-ROM or 
the floppy disks which includes the software. The user 
uses the software stored in the CD-ROM or floppy disks. 
Further, when the PC can be connected with a network 
by the modem, a software may be provided as data on 
the network. The software can be bought online on the 
network and then downloaded online into the PC on the 



network. 

In the conventional method of managing a software 
on a network, generally, a purchase price or an use- 
charge of data such as a software is collected with a 
public network fee. For example, in an information com- 
munication network, a data provider (a sender) sends 
an user (a receiver) data such as an accounting code of 
a software. Then, the user can use the software by the 
received data. When the user uses the software, a soft- 
ware use frequency, called generally a data use fre- 
quency, is stored with the accounting code. Then, the 
data provider collects a data (software) use-charge and 
a public network tee in correspondence with the data 
use frequency and the accounting code. 

In the conventional method of managing a software 
on a network, however, there are disadvantages in that 
a data use-charge and a public network tee may not be 
collected because the data use-charge and the public 
network fee are paid after an user used the data and the 
network, and data such as a software or a computer 
game program can not rent with a term of a lease thereof 
on a network because the data is owned by a user it 
once the user downloads the data on the network. 

Therefore, it is need to provide a method of manag- 
ing a software on a network in which a data use-charge 
and a public network fee can be collected reliably, and 
data such as a software can rent with a term of a lease 
thereof on the network. 

Next, a method of managing a software by trans- 
mitted data on a network in the first preferred embodi- 
ment according to the invention will be explained in 
FIGS. 1 and 2. 

FIG. 1 is a flow chart of processing a method of 
managing a software by transmitted data on a network 
of the present invention. In FIG. 1 , an user may buy a 
software including a product code stored in a CD-1ROM, 
floppy disks, or a ROM cartridge at the step 1 01 . Further, 
the user may buy a software including a product code 
on a network. Then, an use-charge of the software is 
paid at the step 102. The use-charge is determined by 
the user In correspondence with an use frequency of the 
software before the software is used. When the use- 
charge of the software is paid, the product code must 
be informed a software provider (a host computer cent- 
er). 

The host computer has a key code management ta- 
ble. FIG. 2 is a block diagram of a key code management 
table in a host computer of the present invention. The 
key code management table includes fields of a product 
code, a sending sign, a paid use-charge, a paying date, 
a sending date, and other. When the use-charge of the 
software and the product code are received by the host 
computer, the field of the sending sign in the key code 
management table is cleared, and, at the same time, the 
fields of the product code, the paid use-charge and the 
paying date in the key code management table are up- 
dated at the step 1 03 in FIG. 1 . In this case, a password 
may be added to the product code. 




EP 0 784 258 A1 4 



s 



10 



IS 



20 



25 



30 



35 



40 



45 



50 



3 



EP 0 784 258 A1 



An user's computer such as a PC or a home game 
apparatus is connected with the host computer on the 
network, then the user requires that-the host com putisr 
sends the user's computer the key code of the software 
at the step 104. The sending sign field of the key code 
management table is updated (for example, changed 
from "O" to M ") when the key code of the software is sent 
to the user's computer. After the key code of the soft- 
ware is sent to the user's computer, the software is able 
to be used. 

When the request of sending the key code is re- 
ceived by the host computer, the sending code field and 
the paying date field are confirmed at the step 105. If 
the sending code field is "0" and the paying date is not 
"0", namely, if the user paid the use-charge and did not 
receive the key code of the software yet, the key code 
and an usable time of the software in correspondence 
with the paid use-charge are sent to the user's compu- 
ter. If the user did not pay the use-charge of the software 
or the key code of the software already sent to the user's 
computer, the message is displayed on a monitor of the 
user's computer at the step 110, and then this process 
is ended. 

When the key code and the usable time of the soft- 
ware are received by the user's computer, the key code 
and the usable time of the software are stored in a stor- 
age of the user's computer at the step 1 06. The software 
confirms whether the usable time is effective or not at 
the step 107. If the usable time is effective, the software 
is able to be used within the usable time of the software 
at the step 108. Then, an effective switch is set on "0" 
at the step 112. Next, as the step 114, if the effective 
switch is not "1", the step 107 returns. Then, the steps 
107 to 114 are repeated on a predetermined cycle unti.l 
the usable time is over. 

If the usable time is over, the message of "THE US- 
ABLE TIME IS OVER" is displayed on a monitor of the 
user's computer at the step 109. Then, an ending proc- 
ess of the software is executed automatically at the step 
111. The data of the software is saved at the ending 
process. At the step 113, the effective switch is set on 
"1". At the step 114, it is confirmed that the effective 
switch is "i", the step i1 5 follows. At the step 115. if the 
software is need to be used again, the step 1 02 returns. 
If the software is not need to be used again, the process 
is ended. 

Next, a method of managing a software by trans- 
mitted data on a network in the second preferred em- 
bodiment according to the invention will be explained in 
FIGS. 3 to 5. 

FIG. 3 is a block diagram of a home game apparatus 
of the present invention. 

A home game apparatus comprises a game unit 20, 
a ROM cartridge 25, and an external storage 29 for stor- 
ing a computer game program and data of the computer 
game. The game unit 20 has a CPU 21 for processing 
a program of a computer game and an operation sys- 
tem, a RAM 22 for storing the program of the computer 



game, a ROM 33 for storing the operation system, I/O 
(Input/Output) interfaces (not shown) for connecting 
with the BOX cartridge 25 and a home^elevision (not 
shown), a communication unit 23 for communicating 

s with a host computer 32 on a network 31 , and an exter- 
nal unit interface 24 tor connecting with an external unit 
such as the external storage 29. The external storage 
29 is connected with the game unit 20 by a pass 30 via 
the external unit interface 24. In the game unit 20, the 

10 CPU 21 , the ROM 33, the RAM 22, the communication 
unit 23. and the external unit interface 24 are connected 
with each other. The RAM 22 is used as a main memory 
by the CPU 21. Further, the game unit 20 is connected 
with the host computer 32 on the network 31 by the com- 

is munication unit 23. Therefore, data including a key code 
and an usable time of the computer game Is able to be 
transmitted between the game unit 20 and the host com- 
puter 32 on the network 31 . 

The ROM cartridge 25 has an I/O interface (not 

20 shown) for connecting with the game unit 20. a ROM 26 
for storing the computer game program, a NV (Non-Vol- 
atile) RAM 27, and RTC (Real Time Clock) 28. The 
game unit 20 and the ROM cartridge 25 are connected 
with each other through the each I/O interface. 

25 In the ROM cartridge 25, the ROM 26 isvfor storing 
a computer game program. The NV RAM 27 4s for stor- 
ing the key code and the usable time of the computer 
game which are received by the communication unit 23 
in. the game unit 20. The RTC 28 is an IC (Integrated 

30 Circuit) having a clock function and a calendar function. 
The received usable time of the computer game is cal- 
culated based on a real time by the clock function and 
the calendar function in the RTC 28, Namely, if "T1" is 
the usable time of the computer game and "T2*' is the 

35 use time of the computer game, the RTC 28 calculates 
a remainder ("T1 - T2'') of the usable time of the com- 
puter game by using the clock function and the calendar 
function. Further, the RTC 28 and the NV RAM 27 are 
connected with a battery (not shown). The RTC 28 and 

40 the NV RAM 27 are supplied with a power by the battery. 
Therefore, if the ROM cartridge 25 is detached from the 
game unit 20, the RTC 28 and the NV RAM 27 correctly 
saves the remainder of the usable time of the computer 
game therein independent of the game unit 20. 

45 On the other hand, a PC (Personal Computer) gen- 
erally includes a CPU for operating softwares such as 
a computer game and an operation system, a RAM 
(Random Access Memory) for storing the softwares, a 
ROM (Read-Only Memory) for storing an operation sys- 

50 tem, UO (Input/Output) interfaces for connecting with 
external units, a floppy disk unit for driving floppy disks 
including data such as a software, a CD-ROM (Compact 
Disk Read-Only Memory) drive for driving a CD-ROM 
including data such as a software, a time/clock function 

55 for controlling time of the hardware and/or the software 
in the PC, and a modem for connecting with a network 
and for communicating with other computers on the net- 
work. Further, an use time of data such as a software 
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can be calculated by the time/clock function. Claims 

A software such as a computer game is provided 
as data stored in a CD-ROM. In this case, the usable 
time and the key code of the software is controlled by a 
time management program which is included in the CD- 
ROM (the software). FIG. 4 Is a flow chart of a process 
of a time management program. FIG. 5 is a block dia- 
gram of a file in a CD-ROM used in FIG. 4. 

In FIG. 4, a menu of computer games is displayed 
on a display unit at the step 401. One of the computer 
games is selected by an user at the step 402, At the step 
403, a key code of the selected computer game is 
checked. If the key code dose not exist, the message of 
"NO KEY CODE" is displayed at the step 404, then the 
step 401 returns. If the key code exists, an usable time 
of the computer game is displayed on the display unit at 
the step 405. At the step 406. the user selects whether 
the computer game is played or not. If the user selects 
the playing game, the computer game Is played at the 
step 407. During playing the computer game, the re- 
mainder usable time is checked on a predetermined cy- 
cle at the step 408. At the step 409, If the remainder us- 
able time is more than "10 minutes", the step 416 fol- 
lows. If the remainder usable time is less than "10 min- 
utes", the step 410 follows. At the step 410; if the re- 
mainder usable time is less than "0", the message of 
"TIME IS OVER" is displayed on the display unit at the 
step 411. Then, the ending process of the computer 
game Is executed at the step 41 2. At the ending process, 
the data of the computer game such as a status of a 
game character is saved. The key code of the computer 
game is deleted automatically by the time management 
program at the step 41 3. If the remainder usable time Is 
more than "0" at the step 410, the remainder usable time 
is displayed on the display unit during playing the com- 
puter game at the step 414. Next, the remainder usable 
time Is updated at the step 415. The steps 407 to 415 
are repeated until the user stops the computer game at 
the step 41 6 or the remainder usable time becomes less 
than "0" at the step 410. If the user stops the computer 
game at the step 416, the remainder usable time Is up- 
dated as a new usable time at the step 417. Next, the 
new usable time is displayed on the display unit at the 
step 418, then the time management process is ended. 

Therefore, a data use-charge and a public network 
fee can be collected reliably. Further, a software such 
as a computer game can rent with a term of a lease 
thereof on a network. 

As this invention may be embodied In several forms 
without departing from the sprit of essential character- 
istics thereof, the present embodiment is therefore illus- 
trative and not restrictive, since the scope of the inven- 
tion is defined by the appended claims rather than by 
the description proceeding them, and all changes that 
fall within meets and bounds of the claims, or equlva- 55 
lence of such meets and bounds are therefore intended 
to embraced by the claims. 
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A method of managing software by transmitted data 
on a network between a host computer and one or 
more personal computers the method comprising 
the steps of: 

loading software into a personal computer, said 
software including a main program, a commu- 
nication program for transmitting data on said 
network between said host computer and said 
personal computer, and a time nnanaging pro- 
gram for managing the usable time of said main 
program; 

requesting usable time data and a key code for 
operating said main program from said person- 
al computer to said host computer by employ- 
ing said communication program; 
receiving said key code and said usable time 
data by employing' said communication pro- 
gram; 

operating said main program within said usable 
time by using said key code; and 
managing said usable time of said main pro- 
gram by employing said time managing pro- 
gram. 

The method of claim 1 , wherein said managing step 
comprises the steps of: 

cateulating the remaining usable time; and 
displaying the remaining usable time. 

The method of claim 2. said managing step further 
comprising the steps of; 

determining if said remainder of said usable 
time is less than zero, and, if usable time is less 
than zero; 

saving data relating to said main program in a 
storage; and 

deleting said key code of said main program 
from said personal computer. 
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